DUPLICATE MOVEMENTS
BALANCING THE SCORE
The sum of match points on a deal must be the sum of
all whole numbers from the highest possible score down to
zero. For example, in a seven-table game, 6 would be the
highest number awarded, and the total for any deal would
be the sum of 6, 5, 4, 3, 2, 1 and 0, or 21. This total must be
the same even when halves occur.
The grand total of all N-S scores must balance against a
check total, which is obtained by multiplying the match-
point total for one deal by the number of deals.
TOTAL-POINT SCORING
The total-point method of scoring compares the total
points made by each pair with the total points made by
other pairs on the same series of deals. The pairs are usually
permitted to keep their own scores, and one score card or
slip of suitable design is provided for each pair. The pair
records its score, deal by deal, plus or minus as the case may
be. At the end of the game its scores are totaled and the
net total, plus or minus, is its score for the entire session.
The pair having the highest plus score in the N-S group
is the winner in that group and the pair having the highest
plus score in the E-W group is the winner in that group. If
all the scores in a group are minus, then the lowest minus
score wins.
THE HOWELL PAIR GAME
The Howell pair game is a more complicated type of
movement than the Mitchell, in that the pairs change direc-
tion from N-S to E-W, and vice versa. However, it has two
very important advantages: first, each pair plays directly
against every other pair in the game; second, it produces
only one winning pair.
To conduct a Howell game, special guide or indicator
cards are required, which designate the positions of the
players and the tray or trays to be played at each round.
These are available for any number of pairs from 4 to 30,
but each particular size of game requires a different set of
indicator cards, and no two are interchangeable.
210